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A cold wind blew across the sandy plains. Sarge, a war-hardened veteran, 
stood alone on a field now strewn with twisted plastic and the melted 
remains of what were once the Tan reinforcements. 


“Ha! Tans never could field a grenade,” Sarge chortled to himself. 
“I love the smell of burnt plastic in the morning!” 


t HQ that night, a recently molded recruit sat nervously by the 
ared Sarge could smell it. Quietly the grizzled veteran 
oung soldier. The kid hadn’t heard Sarge come up 
jumped out of his green plastic boots when Sarge 


Stay a @ fire if you're gonna jump, kid,” Sarge growled 
‘his scratchy voice. He spoke with the hard tones of a man who hadn’t 
n the luxury of a warm bed in several years. 


ng silence passed between Sarge and the young recruit while 
‘om the enemy camps in the distance swirled in on the 

clammy breeze. Slowly the — worked up the 

2 to speak. 

Ke t¢ amit it,” he started in a shaky voice, “but I'm 


“What’s your name, kid?” Sarge responded. “On second thought 
forget it, it’s probably better if I don’t know.” 


Sarge led the recruit away from the fire and to the munitions dump. 
He promptly re-lit his cigar and took a thoughtful pose. 


“Listen, kid,” he continued, “anybody who tells you they’re not afraid 
before a battle is either a fool or a liar. The bottom line is that plastic 
melts. Someday we all gotta’ go back to the melting pot we were poured 
from. Some will get shot, others blown up by grenades or run over by 
tanks. Maybe some will eventually get to go home, but do yourself a 
favor and don’t start thinking of going home until the fighting is over. 
If nothing else, think of it as dishonoring your fallen comrades. They died 
for this war — afraid or not, they deserve our respect, understand?” 


“I guess so, Sarge, but the Tan Army is so big! I just can’t stop 
thinking about what we’re up against tomorrow. Why does there have to 
be war, Sarge?” 


“Son,” Sarge responded, “there’s nothing gonna’ keep you from 
thinking about what we’re up against. That’s just a fact a soldier has to 
learn to deal with. But remember this: as long as there are plastic soldiers 
, to fight them, there will always be wars. It’s just as simple as that.” 


The young recruit knew Sarge was holding something back, but he 
couldn’t quite guess what it was. 


Sarge thought for a moment. If this kid was going to die tomorrow, 
he should at least know what he was fighting for. “Okay, kid,” he began 
slowly, “yow’re right. There is more to it this time. We’re on a mission to 
find something out there. Something powerful. All I know is that we 
can’t let the Tans — or anyone else — get to it first.” 


Some of the tension lifted and the kid calmed noticeably. “Somehow 
that helps, Sarge,” he said. “I guess I just needed you to be straight 
with me.” He int deeply for a few moments and then added, “We’re 
here because we h to be here, aren't we? Because if we weren’t here 
something powerful could fall into the wrong hands.” 


“You're pretty quick, kid,” Sarge said patting him on the shoulder. 
“We'll make a plastic soldier out of you yet.” 
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SET-UP 


To play this game, you must first have a Nintendo Game Boy Color system. 
1. Set-up your Game Boy Color according to the Game Boy Color Instruction 
Booklet. 
2. Make sure the power to your Game Boy Color is turned off before inserting 
or removing any Game Pak. 

3. Insert the Army Men™ Game Pak into the slot in the back of your Game 

Boy Color (label side out) until it clicks into place. 

4. Turn the power on. 
5.Select the language of your choice: 
English, French and German 
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POWER ON/OFF 
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CONTROLS 

+ CONTROL PAD — MOVEMENT AND MENU SELECTIONS: 

Use the + Control Pad to move the cursor in the menu screens, 
as well as to control the direction and movement of your 
character during game play. 

SELECT — PAUSE THE GAME: 

During game play, you can press SELECT to pause game play 
and view the Mission Options Screen. 

START — DROP AN ITEM: 

During game play, START is used to drop an item from your 
inventory. 

A BUTTON — THE “PERFORM ACTION” BUTTON: 

Use the A Button to select menu commands, as well as for using items 4 
and firing weapons during game play. 

B BUTTON — CYCLE THROUGH INVENTORY: 
During game play, the B Button is used to cycle through your inventory of items. 


MISCELLANEOUS: 


There are some maneuvers during game play that require more than one 
button to be pressed simultaneously. This is denoted by the & sign (i.e. A&A 
Button, or the A & B Buttons.) 


Harden yourself into the mold of a plastic 
soldier in the Army Men Boot Camp training 
scenarios. The best way to train before going 
into battle! (See ‘Boot Camp: Basic Training’ on 
page 16 for details!) 


CAMPAIGN 


Take on the world in a heroic attempt to prove once-and-for-all that plastic is 
stronger than steel. All your training, determination and good ol’ 
polyurethane-grit will see you through! Selecting Campaign takes you to the 
Campaigns screen where you will be able to choose which campaign you 
want to play. See the ‘Campaigns, Scenarios and Missions’ section on page 
17 for more information. 


OPTIONS 


You can select the control method, difficulty level and toggle the music on and off 
from this screen. 


| PASSWORD 


Enter vesealld B Keep track of the passwords that are given at the 
% % . 

om= ie successful completion of each mission. Enter them on 

* this screen to return to your current mission. 
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P| Before you even start Boot Camp, it is important that 
o you first know how to move around. Take a moment 
to familiarize yourself with these basic controls. 


There are two modes for controlling Sarge in the 
Army Men game. Mode #1 is the default 
mode. You may select which mode to use GAME BOY CoLoR 
from the Options Screen. 


SELECT START 


MODE #1 MODE #2 
DESIRED ACTION CONTROL DESIRED ACTION CONTROL 


Run Forward .........00005 A Runtp ........:0uerme 
Walk Backwards ........... vw RunDown ...........0008s 
Turn Right...........00005 mp RunRight .........00eeeue 
DOE AR ister 5 aiatesetaia eine <q Run keft.......0.::00sneee 
Dive and Go Prone . B Button & w Dive and Go Prone . B Button & w 

Turn Right ............ > Face Up. « s .+ icine 

Ha fo , See een ea < Face Down 

ATs ewe acess doe Aory Face Right 

Face Left ......«.s:s ssn 


INVENTORY 
Cycle Inventory ...... 0.0: eee cece eee eee eee eee eee B Button 
Fire Weapons/Use Item... 1... ccc eee eee eee eee A Button 
RRMMCIMGS So croc tens ee eden ded ee beds Cea eee ce ae ew or START 
VEHICLE 
Get In/Out of Vehicle .............0005: SELECT to pause, then select 
the‘In/Out Vehicle’ command 
A ES ce en ee ee ec eee ae A 
PICRURALOAS soy teceivectaiel shir ek nino Fh os oe acesere sa. oO a ease oes v 
a ie ere a TMC PTL ok eRe ae Mr ee > 
neta SSA nee Six be Wie ean eS ohn Ka Wl coe we ww eS < 
a Ae et ek ee ee ee ee A Button 
MISCELLANEOUS 
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Once you have started a mission, you can access the Mission Options Screen by 
pressing SELECT. This pauses the game and brings up a menu that offers several 
important options. 


| (STRATEGY MAP 


This option displays the Strategic Map Screen, which shows the entire area map 
for the current scenario. 


The position of the current game screen is shown on this map by a white 
rectangle. Sarge is depicted by a flashing green dot and enemies are — a 
represented by flashing white dots. The best way to read the map is by “3 = 
using the sectors. To pinpoint a location, use the letters which run across the 

top of the map, and the numbers that run down both sides. If an objective 
directs you to sector E-4, the strategy map really comes in handy! 


This option allows Sarge to climb in or out of a 
vehicle that he is standing next to. Climbing into a 
vehicle switches control from Sarge to Vehicle 
controls (see Page 13). 


} Even the best soldiers become disoriented in the heat of battle! This option lets 
‘) you review your orders to see what you still need to accomplish. 


ABORT MISSION 


Selecting this option exits the current mission and returns you to the 
Main Menu Screen. 

Note: To exit the Pause Screen without selecting any menu options, press 
SELECT again; this will unpause and return you to your current mission. 


Attendance at Boot Camp is not mandatory in the the Army Men game, but it is 
strongly recommended for new recruits! 


Boot Camp offers the chance to familiarize yourself with controls and game 


play before entering into the heat of battle. Detailed instructions are offered for 
the successful use of a variety of weaponry and the use of vehicles. 


Sarge will receive initial instructions and then enter Boot Camp. For 
instructions at each range, walk up to the large signs and press the A Button. 
There are 8 ranges in all, located along the main Boot Camp road. Do them in 
order, or just roam freely about the map — either way, you must find the 
signposts to receive your instructions. 

It is not necessary to do all eight scenarios before leaving Boot Camp; press 
SELECT, then highlight and select ‘Abort Mission’ to leave early. Otherwise, 
complete your Basic Training by destroying the two guard towers and the two 
Tan soldiers that wander into the training area. 

“Yeah, kid, you can go into battle without training, but you might as well be 
carrying a white flag!” 


There are two campaigns available in the game: The Desert Campaign and the 
Alpine Campaign. 

You start with the first mission (Ghost Town) of the Cactus Flats Scenario in the 
Desert Campaign. 


(| | MISSION SUCCESS 
¥4 Successful completion of a mission requires ~ 
that you meet all of the objectives stated in “~~ 

the Mission Briefing. To view the Mission “ 
Briefing at any point during your mission, select 
‘Mission Objective’ from the Pause Menu. 

After successfully completing a mission, you will 
be given a password for the next mission. Press the 
A Button to go to the next mission. 


MISSION FAILURE 


There are several ways to fail a mission, but only one 
way to succeed! 


Pes TIME LIMIT EXPIRED 

ay When a mission has a set amount of time for you to 
Mission Failed 
Try jee (vIn) complete it, and you go over that allotted time limit, 


the mission fails. 


When a mission objective is to complete a task before your enemy does, or if 
your objective is to keep your enemy from doing something, your mission will 
fail if you do not succeed before your enemy does. 


SARGE DIES 
If Sarge dies, the mission fails immediately. You are then given the option to 
either restart that mission, or return to the Main Menu. 


(Select ‘Yes’ to continue, or ‘No’ to quit.) 
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Dubs) SD. at 


™ Sarge may start the game with only a rifle, but soon you will find that there are 

other weapons and items to be found all over the map! The Green Army — as well 

as the enemy — have strategically placed supplies and ammo throughout the 
map areas for their troops; all of these are available to Sarge. 


To pick up an item on the ground, just run over it. Sarge will automatically pick 
up the item and its icon will appear in the weapon box at the bottom of the 
game screen. To then equip the item, use the B Button to cycle through your 
inventory list until the item is highlighted. Remember that Sarge can only 
carry two items, in addition to his rifle. 
When an item is used up or runs out of ammo, it disappears from your 
inventory. To manually drop an item from your inventory, highlight the item and 
press START. The item will appear on the ground and you can leave it behind or 
re-collect it. 


WEAPONS AND THEIR USE 


“Using weapons is easy, kid! Just line up the crosshairs with your target and pull 
the trigger (press the A Button)!! If you lined up the shot right, your enemy (or 
whatever you’re shooting at out there) is as good as gone. Remember though, 
some things take more than one shot.” 


SARGE’S HEALTH METER 
SARGE’S WEAPON 
INVENTORY SLOTS 


ry 


SARGE HEALTH 
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DIRECTIONS FOR RANGED WEAPONS 


Ranged Weapons — grenades and mortars — work a little differently than 
other weapons do. When you press and hold the A Button, the crosshairs will 
automatically move in and out. This will determine the distance of your shot. 
Releasing the A Button when the crosshairs are close will result in a short 
shot, and releasing it when farther away will result in a long shot. 


ACCURACY VS. STANCE 


A weapon’s accuracy can be affected by your stance in relation to an enemy’s 
stance, and vice versa. For example, if you’re standing and an enemy is kneeling 
or prone, he’ll be able to shoot at you with greater accuracy than you’ll be able to 
shoot at him. If an enemy is standing on a rise above you, you’ll be more likely to 
hit him if you’re standing than if you’re prone. 


OMATIC RIFLES iF 
The Browning Automatic Rifle (BAR) is found in boxes like this: 
“The Browning is a soldier’s best friend, kid. The sooner you pick up one of these 
babies the better!” 


When Sarge picks up the BAR, it will replace the rifle in his inventory and will 
automatically become the primary weapon. The BAR is the only power-up that 
cannot be dropped. 


GRENADES 
Grenades are found in boxes like this: 


“Grenades are straight forward enough. I’m sure you know what these are for, 
kid. I personally like to throw them at Tans! Never met a Tan that could catch 
either — and with these babies, they don’t get a second try!” 


MORTARS 
Mortars are found in boxes like this: 


“We aren’t talking bubblegum here, kid! Make sure you aren’t standing in front of 
one of these boom tubes when it goes off — the shell sure won’t go around ya. And 
if you’re shooting one yourself, make sure there’s nothing between you and your 
target. Firing into a tree that’s right in front of you won’t do you any good... and it'll 
just anger the tree!” 


BAZOOKA 
Bazookas are found in boxes like this: 


“Bazookas are simply a tube and a rocket. Don’t let their simplicity fool you 
though — this baby packs quite a nice punch. They are so portable, you could 
practically send one home to Mom! Remember what Sarge told ya... Let ‘em fly 
and watch ‘em die.” 


FLAME THROWER . 7) 
Saal toc ae “« 
Flame throwers are found in boxes like this: Bont Sp 


“Flame throwers have a limited amount of fuel. You can throw out a stream 
of flame as long as you keep the trigger held down, but when you’re out of fuel, A 
the fire dies... and it gets cold and lonely in the dark.” 


=x fi 
Land Mines are found in boxes like this: 


“No friendly game of hide-and-seek is complete without these little helpers! Just 
don’t forget where you’ve hidden them... a mine doesn’t play sides!” 

To lay a land mine, highlight them and then press the A Button. The mine is placed 
where you are standing. Mines appear as a small disk — enemy land mines won’t 
be as easy to locate. 


- eS) 
Mine sweepers are found in boxes like this: 


With the mine sweeper highlighted, you will detect any mine you walk over, and 
(lucky you) the mine won’t blow up! To deactivate any mines you find, press the 

A Button when directly over the mine you want to deactivate. 

While mine sweepers aren’t offensive weapons, they are invaluable when you 
find yourself in a mine field. 


VEHICLE WEAPONS 

The only weapons you can use in a vehicle are the weapons mounted on that 

™ vehicle. You can’t use or equip the weapons Sarge is carrying while he’s driving. 

? \ | These weapons work much the same as the weapons Sarge carries. Firing 
4 vehicle weapons is the same as firing a non-vehicle weapon. 


TANK 


Top Speed: ......csscesceseeseeeeeeeeseeneesees Slow 
WEAPON: ...ccceceeeeeeeseeeeeeeeeeeeensees Cannon 
Rate of Fire: .......csscsseesecsesesseeseerenes Slow 


“Tanks may not be very nimble, or even very quick, but given the choice between 
walkin’ and ridin’ inside one of these armored babies? — What do you think?!” 


JEEP 

MOD SDOGd «nn incnsnasnenraasasanaanaeereneaeas Fast 
Weapon: ..........5 50 Caliber Machine Gun 
Rate:of Fire! cpasesdsscscaussivecasagiee Very Fast 


“Quick, comfortable and maneuverable, the jeep is poe the favorite of any smart 
soldier! You won’t have to worry about flat feet with a jeep at your command.” 


VEHICLE HEALTH 

When Sarge is in a vehicle, the vehicle’s condition is shown in the 
Vehicle Health meter. When the meter is full, the vehicle is intact. As it 
sustains more and more damage, the meter empties from green to yellow to 
red. When the meter is empty, the vehicle explodes and Sarge is ejected. 


NON-WEAPON OBJECTS 


INSTANT HEALTH sy 
Instant Health is found in boxes like this: & 


It restores Sarge to full health, but can only be used once. These packs are used 
automatically when you walk over them (unless you are already at full health). 


T AID KIT + 
First Aid Kits are found in boxes like this: 


These small kits are capable of restoring up to 1/3 of your health, and can be used 
multiple times. Unlike instant health, Sarge must equip and use the First Aid Kit 
as if it were a weapon. 


* 


ine GOOD LUCK, KID. NOW GET OUT THERE AND FIGHT!! 
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CUSTOMER SUPPORT 
WEB SITE 


Visit www. 3do.com/support to get late-breaking news and information, answers to 
Frequently Asked Questions (FAQ’s), links to hardware manufacturers’ web sites, 
and the latest product updates. 


If you want to ask a specific technical question, you can use the online email form 
available at our web site or send mail directly to: customer-support@3do.com. 


PHONE 


(650) 261-3454, Our hours of operation are: Monday through Friday, 9:00 am - 12:00 
noon, and 2:00 pm - 5:00 pm, Pacific Time. 


U.S. MAIL 
Customer Support 
The 3DO Company 
600 Galveston Drive 
Redwood City, CA 94063 


However you choose to contact us, please provide us with the following 
information: 


Version and year of your Game Boy, any peripherals in use, name, address, 
email, and phone number. 


If you wish to purchase additional copies or other titles from The 3DO 
Company please call: 


3DO Direct Sales — (800) 336-3506 in the United States 
(650) 261-3227 outside the United States 
World Wide Web — http://www.3do.com 


THE 3DO COMPANY — End-User License Agreement 

IMPORTANT-PLEASE READ CAREFULLY. IF YOU ARE UNDER THE AGE OF EIGHTEEN (18), PLEASE HAVE A PARENT OR GUARDIAN READ THE ENTIRE END-USER 

LICENSE AGREEMENT (the “EULA”) PRIOR TO USING THIS 3D0 PRODUCT IN ANY MANNER. The EULA is a legal agreement between you, the original consumer purchaser 

or subsequent transferee of this 3DO software product (“You”) and The 3DO Company, a California corporation (“3D0”). As used herein, the term “Program” includes the computer 

software and associated audiovisual works, the related media, any printed materials, and any electronic or “on-line” documentation materials regarding this 3DO software product. By 

opening this package and/or using the Program, You accept and agree to abide by all of the terms and conditions of this EULA. 

1. LICENSE GRANT. 3D0O hereby grants You a non-exclusive, personal license to use the Program solely in accordance with the terms and subject to the conditions of this EULA. The 

Program incorporates various intellectual property rights, that may include, without limitation, copyrights, trademarks, patents, trade secrets and other proprietary rights (collectively, the 

“Intellectual Property Rights”). While You are entitled to own the physical media on which the Program is distributed, 3DO retains all rights, title and interests in and to the computer 

software, audiovisual works, and other materials comprising the Program and all Intellectual Property Rights relating thereto. 

2. RIGHTS AND RESTRICTIONS. The Program is protected by U.S. and foreign copyright laws and international copyright treaties, as well as by other such intellectual property laws 

and treaties. The Program is licensed (and not sold) to You, and any and all rights not expressly granted to You herein are reserved by 3DO. 

+ You may use one copy of the Program on your game console. Except as expressly set forth in the user manual for this 3DO software product, the Program may not be shared or otherwise 
used simultaneously on more than one game console. 

* The Program is licensed for use as a single integrated product, and You agree not to separate the component parts of the Program for use in any other application, product or service. 

* You agree not to publicly perform, rent, lease, loan, or sublicense the Program (or any portion thereof), or to otherwise provide any third party with access to and/or the opportunity to 
copy or otherwise use the Program. 

* You agree not to adapt or otherwise modify, create any derivative work, or decompile, disassemble, reverse engineer, or otherwise attempt to derive any source code from, the Program 
(or any portion thereof), except and only to the extent that, notwithstanding such restrictions, such activity is expressly permitted by applicable law. 

+ You may permanently transfer all of your rights under this EULA, provided that (i) You transfer the entire Program, including any and all components thereof and all versions of the 
Program licensed to You hereunder; (ii) You retain no copy or copies of the Program; and (iii) the transferee agrees to all of the terms and conditions of this EULA. 

3. SUPPORT SERVICES. 3DO may provide You with support services relating to the Program (collectively, “Support Services”). Your use of any such Support Services shall be subject 

to 3DO’s then-applicable policies and programs as described in the end-user manual for the Program, in “on-line” documentation (if any), and/or in other such materials published by 

3DO. All supplemental computer software and documentation materials (if any) provided by 3DO as part of its Support Services or otherwise shall all be considered part of the Program 

for all intents and purposes and shall be governed by the provisions of this EULA. Any information that You disclose or provide in connection with the Support Services may be used by 

3DO for any of its business purposes, including, but not limited to, product development and support. 

4. U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and all components and versions thereof are provided with restricted rights. Use, duplication, or disclosure by the U.S. 

Government or any U.S. Government subcontractor is subject to restrictions as set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses at DFARS 

252.227-7013 or subparagraphs (c)(1) and (2) of the Commercial Computer Software-Restricted Rights clauses at 48 CFR 52.227-19, as applicable. “Manufacturer”, as such term is used 

therein, is The 3DO Company, 600 Galveston Drive, Redwood City, California, 94063, U.S.A. 

5. EXPORT LIABILITY ASSURANCES. You agree that the Program will not be exported outside the United States except as authorized and/or permitted by the laws and regulations of 

the United States. If You have rightfully obtained the Program outside the United States, You agree not to re-export the Program except as permitted by the laws and regulations of the 

United States and the laws and regulations of the jurisdiction in which You obtained the Program. 

6. TERMINATION. Without prejudice to any of 3DO's other rights and remedies under applicable law, 3DO may, at its sole discretion, terminate this EULA if You fail to comply with 

any of the terms or conditions of this EULA. In the event this EULA is terminated, You must destroy all copies of the Program, including, but not limited to, all components and versions 

thereof licensed to You hereunder. 

7. GOVERNING LAW. This EULA shall be governed by and construed under the laws of the State of California, excluding that body of law related to choice of laws, and of the United 

States of America. 

8. ENTIRE AGREEMENT. This EULA constitutes the entire agreement and understanding of the parties regarding the possession and use of the Program by You and the related subject 

matter hereof. If any provision of this EULA (or part thereof) is determined by any court of competent jurisdiction to be void, invalid or otherwise unenforceable, such provision (or part 

thereof) shall be deemed deleted from this EULA, while the remaining provisions of this EULA shall continue in full force and effect. No failure or delay by 3DO in exercising any right, 

power or remedy under this EULA shall operate as a waiver of any such right, power or remedy. 


WARRANTY EVR Sie Sea 


THE 3DO COMPANY —LIMITED 90-DAY WARRANTY 


The 3DO Company (“3DO") warrants to the original consumer purchaser of this 3DO software product that the game cartridge within which the 
underlying computer program is recorded will be free from defects in materials and workmanship under normal, recommended use for ninety (90) days 
from the date of purchase. The 3DO software program recorded within such medium is provided on an “as is” basis, without any warranty or condition 
of any kind, and 3DO shall not be liable for any losses or damages of any kind or nature resulting from the use or inability to use such program. 


3DO's entire liability and the original consumer purchaser's exclusive remedy for breach of any warranty (express or implied) shall be, at 3DO's option, 
either: (a) to replace, free of charge, this 3DO software product, or (b) to return to the original consumer purchaser the price paid for this 3DO software 
product. The preceding warranty shall not be applicable and 3DO shall not be obligated to replace this 3DO software product or to return any such 
sum to the original consumer unless this 3DO software product is returned within the 90-day warranty period. postage pre-paid, with dated proof of 
purchase, to The 3DO Company, 600 Galveston Drive, Redwood City, CA 94063, Attn: Customer Support Dept. The preceding warranty shall be void 
if any defect in this 3DO software product arises through accident, negligence, use in any application for which this 3DO software product was not 
designed or intended, modification without the prior consent of 3DO, any cause externaHtethe product (e.g., heat), or by any other cause unrelated to 
defective materials or workmanship, 


EXCEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE, ALL OTHER REPRESENTATIONS, WARRANTIES, CONDITIONS. TERMS 
AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF 
MERCHANTABILITY, FITNESS FOR ANY PARTICULAR PURPOSE AND/OR NON-INFRINGEMENT REGARDING THIS 3D0 SOFTWARE 
PRODUCT (RELATING TO EITHER THE GAME CARTRIDGE, THE SOFTWARE OR OTHERWISE) ARE EXCLUDED TO THE MAXIMUM 
EXTENT ALLOWED BY APPLICABLE LAW. 

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any related or affiliated entity) any other obligation or liability 
in connection with this 3DO software product. IN NO EVENT SHALL 3DO BE LIABLE FOR ANY INCIDENTAL, CONSEQUENTIAL 
(INCLUDING LOSS OF PROFITS). SPECIAL AND/OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE PURCHASE, 
POSSESSION, USE, OR INABILITY TO USE THIS 3D0 SOFTWARE PRODUCT, EVEN IF 3D0 HAS BEEN ADVISED OF THE POSSIBILITY 
OF SUCH DAMAGES OR LOSS. IN NO EVENT SHALL 3D0°S LIABILITY TO THE ORIGINAL CONSUMER PURCHASER EXCEED THE 
AMOUNT ACTUALLY PAID FOR THIS 3D0 SOFTWARE PRODUCT. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. 
SO THE LIMITATIONS AND/OR EXCLUSIONS SET FORTH ABOVE MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


3DO has endeavored to ensure that the end-user manual and promotional materials regarding this 3DO software product accurately reference the 
product. However, because of ongoing improvements and updating of 3DO software products, 3DO cannot guarantee the accuracy of printed materials 
after the date of publication, 3DO disclaims any loss, liability and/or damages, whether in contract, tort or otherwise, arising from any inaccuracies 
and/or other information contained within the manual and/or promotional materials, including, without limitation, any loss or liability resulting from 
changes, errors or omissions with respect to any of such items. 
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